All items on this page are avail— 
able from: 
Games Workshop 
15 Bolingbroke Rd. 
London Wel4 


USED GAMES 


ff ¢ 


CHAINMATL © Rules for’ medie 


MULTI-SIDED DICE SETS - for D&D etc. - £1.55 
THE STRATEGIC REVIEW —- TSR's newsletter - 30p ea. 


Please add 50p p&p on all orders 
except SPI (25p). 


INFINITY 


"Recreate the heavens and the earth" 
As reviewed in G&P 36. The pieces are 
works of art} 
£3025 ince p&p 


All prices include p&p. Stocks of most of 
the fantasy items are in at the moment; the rest 
are on their way. Orders for items in stock are 
usually dispatched within 7 days. 


3rd Millenia Games 


Railway Rivals 


‘s fe-tured in Uc nod. Players build, op— 


As reviewed in O&W 8: 


erate and end competing railway systems. Shiloh £1.60 
6p + 8p pep per kit. Games available are: Operatiom Market Garden £2250 
1A - Wales 1G - Central Scotland eee seen ay ee? 
1B - London to liverpool 1J - wersey and fiumber ||4tien Space ee 

Empire I £2250 


1D — New York to Chicago 


Railway Rivsls Handbook — Covers kits 1A - 1D e 

189.1 99 ap Galactic War 
As reviewed in OéW 8. Table top space 
war games 
Set complete £1.00 


MeRCeCNAR 


Game of bribery and corruption in 
war-torn 16th century Europe, where 
1-5 players try by skill and cunning 
to amass personal riches. Set includes 
map, rules and 220 counters. 

£2.35 ince p&p 


Feudal Clans 
Scottish clan battle game as featured 
in Games & Puzzles 33. Complete with 
map, counters, rules and dice. 

£1.15 ince p&p 


War Games 


Peninsular ilar - fellingzonts compaigns in Port— 
ugal and Spain,, 1808-14. 36p + 8p p&p 


See O&W 7. 
Peninsular War Book — 30p + 8p p&p 


The Pennine War — Imaginary conflict between 
Lancashire and Yorkshire. As featured in O&W 5. 
Make sure of your 


Subseribe 22% 


Our subscription scheme works like this: Just 
send a cheaue/PO (payable to Games Workshop) for 
any amount over 50p. Each issue costs 15p + post- 
agee You will be notified when your renewal is 
due. 


GREYHARK'! Sach tem aeinene Barbarossa (SPI) £1.75 
a N Tito Flying Circus (SPI) £1.50 
DUNGEON! ~ Fahtasy bo ; Guadal Canal (AH) £3.50 i 
z — eal Korea (SPT) £1.75 ‘ 
WAR OF WIZARDS. ‘>) Sorcery a (ci pet e\ ge 
HAR OF WigEniS? Sorcery, dugic Sluepyete eei.og ||Mediterranean (Parker) £1.75 
ois Pokol (Ariel) £2.00 
STAR PROBE - Complete space game — £3.65 Speculate (Waddingtons) £1.50 { 
ie X 4 Stockbroker (Intellect) £2025 
CAVALIERS & ROUND! DS - EC niatures rules % 
ERTS eSROUN DHE Ki ume mee g5 ||Potovoly (Waddingtons) £1.25 j 
“"? Iproke (Vic~Toy) £1.50 | 
BOOT HILL - Wild West miniatures rules — £3.05 Tycoon (Gordon McKay) £2.50 
eee e : Also: a © | 
EMPIRE OF THE PETAL TH - See pe — £15225 
IS SS a Grunt £1.00 i 
PANZER WARFARE — Rules for micro-warfare - £2.45 ||Year of the Rat £1.00 | 
a a ; i : Desert War (Unboxed) £2.00 } 
TRACTICS - WWII -£66 ‘i 
TRACTICS miniatures rules (3 books) -£6.10 Red Star/White Star £2.00 
TRICOLOR - Napoleonics rules - £3.05 10 SPI hex sheets £1.00 
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History In The Making! 


Great news! The first ever postal game of Dungeons & Dragons in this country is 
being organised by Graham Buckell. Although several American gamesmasters have started 
PBM (Play By Mail) games, including one computerised version, no such venture has been 
previously attempted over here. The dungeon—god speaks: 

"Tt won't be a very large dungeon but it will be more dangerous than usual. I hope 
to shorten the time to something reasonable by supplementing direct GMing with small 
sealed envelopes which players can open if they make such-and—such a decision (ege open 
a particular door). Obviously this allows them to cheat but it would be similar to 
cheating at patience as I don't in- MTS 


Pa 
tend making a competition of it aie INSIDE: 
(personally I abhor competitions hy - 
and ratings; they detract from the | / owl 
enjoyment of a game)." 4 and i e k 
Good on yer, Graham; you've . Wwease K 
started what will no doubt be the 3 é ingma e r 
first of many postal D&D games in Comm Atttttrr 


this country. 
Before all you anxious dungeoneers 
start writing in, though, I'm sorry to have 
to say that Graham's game is fully booked. 
But if anyone else is thinking of starting 
a PEM Dungeons game, O&W will be happy to 
advertise for playerS.cccocce 


The First Northern Go Tournament was 
held at Manchester Polytechnic on the 6th 
of Sevtember. Fifty-six players from all 
over the country fought out their battles over three rounds. The eventual winner was 
"local boy' Colin Irving who defeated Tony Manning in an exciting game in the final 
round, in which both players ran short of timee Colin was presented with the Red Rose 
Shield which had been made possible by a generous donation by Mrse EsH. Barre, John 
Barrs’ widow. 

The winners of the other divisions, who won all three of their games and who were 
awarded hand-made copper Go Cufflinks for their efforts, were: 


2-5 kyu: Fawthrop (Birmingham Un. - 5 kyu) 6-11 kyu: Brewis Hees - 9 kyu) ) 
14-16 kyu: Sencicle (S.Cheshire - 14 kyu 


+45 S++ 


12-14 kyu: Sambrook (S.Cheshire - 12 kyu) 
17-19 kyu: Thompson (Manchester - 19 kyu) 20 kyu + under: McCallion (London Go Cen- 


tre — 20 kyu) 


The team prize of a bottle of sake was carried off by South Cheshire, with a 15% 
total. 
A popular feature of the day was a Go shop run by David Mitchell of the London Go 


Centre. ++John Pindart+ 


OWL & WEASEL is Games Workshop's monthly review of the games scene. Mews, views, artio- 
les and comments are most welcome. In fact, they keep us going. Games Workshop, for 
4nose of you who are either new to us or simply have appaling memories, comprises of 
Ian Livingstone, John Peake and Steve Jackson. 


0 take place at the Workshop; I'm leaving! (Who asked you 
st) No, it's not quite as bad/good as it sounds, I'l] 
debtor and churning out the Weasel, but from Brighton instead 
outh coast to do a easton training course at the 
{naturally take second place to my Workshop activities). 
“Bolingbroke handling London affairs, but some of the 
sunny Sussexe As far as Weaselers are concerned, 
11, but obviously it won't be possible to phone 
“See you all at Christmas, though. 
mn » other things, we finally found a place to 
rote Co! 1signment of Dungeons arrived at long last. The TSR 


peavey 


ill be row 


hold ‘mp Games Day, and or 
parcel arrived, though, Raeyrea ‘in "To Pay" stamps, carefully arranged by our buddies at 
Customs and Excise, who séém to be trying to persuade everyone to wait until an inferior 
British fantasy game hits the market. I can see Peter "Search your conscience" Shore 
being.called in to.appeal to Britain's fantasy gamers — and the scandal when he's caught 
withoa copy /of, Petal Throne. Ory,as $¢J)Andy Davidson put it: 

" Nassty Customs and Excisess, we hatess them§ We encloses their tribute — a scroll 
of Barclayss worth two hundred and forty-eight copper piecess. Now what were those 


explosive runesss..." t 


GAMES DAY 


You wouldn't believe how difficult it is to find a hall in the West End! But any- 
way, we did it and although official confirmation is still pending, we can tell you 
where and when we expect to hold Games Day. 


Nices 


Time: 10-11 am. until 9-10 pn. 

Date: December 20th 

Place: Seymour Hall, Seymour Place 
London Wel 

Admission: 20p 


Help, suggestions, ideas, offers 
and publicity of any sort will 
greatly appreciated. Special 
thanks to those who have already 
offered. But more is needed. 
Please write if you can offer 
anything at all. 


oe, 
STALLS 


Will be available. But space is 
limited. Please write for fur— 
ther details if you'd like to 
know more. 


vs 
ng lin; : 


Flyers will be available 
as soon as the booking is 
confirmed. Please write 
if you can help distrib- 
ute theme 


-3e8 
goth? 


burn up 


Ian's description of SPOOF in O&W No.7 
reminded me of a game we used to play in our 
misspent youth for a similar purpose, ie. to 
decide who will buy the next round, which 
developed into a great contest of skill and, 
strange as it may seem on reflection, often 
became more important than the actual drin- 
king! 

We did not have a name for it then, but 
the above title seems appropriate, for rea— 
sons which will become apparent. The equip— 
ment for this game can be found in any pub 
(and some houses) :— 


1 Empty pint beer glass; the straight kind 
is better than the 'Jug' type. 

1 Paper serviette; usually supplied with 
sandwiches. 

1 6d piece or 'Tanner' (remember them?); if 
this is not available then the nearest 
equivalent in size of our new "Mickey 
Mouse" money (I think they call it 1p) 
will do. 

And a number of lighted cigarettes; prefer- 
ably one per player, but non-smokers can 
play by using the smokers" cigs. 


So youtve drunk the 
first round, noshed your 
sandwiches and lit your 
cigarettes. Then the imp— 
ortant question is asked: 
"Who's round is it?" 
Then this is what you do: 

The serviette is stretched over the top 
of the beer glass and 'stuck' round the rim 
with beer dregs (or saliva) and the coin is 
placed in the middle, Each player in turn 
has to burn a hole in the paper until the 
coin falls into the glass. The player who 
causes this to happen is the loser and has 
to fork out for the next round. The skill 
comes in making burns so that another player 
is forced to make the move that causes the 
coin to fall. 

On each turn, you must burn the paper — 
it is not enough to just char it — and each 
burn has to be a separate hole. It is not 
permitted to enlarge an existing hole, but 
peninsulas and bridges between islands can 
be attacked with impunity. You will soon 
learn that a short, gentle touch produces a 
small hole and that the ash must be knocked 
off before making your burn. 

Well go ahead; have fune But be warned 
- it can be addictive! If you fail to heed 
my warning, write to me for your local 
branch of BUPA (Burn Up Players Anonymous)! 


Kendall Johns 


hex sheets 


Here's a little tip to fill up a hole 
in O&W. Want to print your own hex sheets? 
Use a box spanner (sizes go up to two in- 
ches or more{) and an ink pad. Not too lab- 
orious. Cheap and handy. Made a lovely big 
track for Skytrex Chariot Race. 


Peter Cherry 


Bell and Hammer 


Charles Pasco (1725 99th Northeast, 
Bellevue, Washington 98004, USA) writes: 


"There is an interesting German gam- 
bling game called Bell & Hammer. It was 
once popular in England. I have the rules 
but can't figure out what the winning tac-— 
tics are. If you know of anyone who knows 
how to win at Bell & Hammer (or has any 
literature on the subject) I would be 
grateful to learn about it." 


Any offers? 
Eeeuuchh! 


You're up to your neck in horse man- 
ure and someone throws a bucket of pig 
pene at you. 


Do you duck? 


DIPLOMACY WORLD is a quarterly magazine 
on Diplomacy which is edited by Walter W. 
Buchanan, R.R. #3, Box 324, Lebanon, Indiana 
Tt 4s own- 
ed by Games Research Inc, Its purpose is 
to present a broad overview of the postal 
Diplomacy hobby by printing articles on the 
Diplomacy scene and on good play, carrying 
the Hoosier Archives Demonstration Game with 
expert analysis, listing rating systems, 
publishing letters to the editor and listing 
game openings and zine news, In short, any- 
thing of a general interest to the Diplomacy 
community is fair game for DIPLOMACY WORLD, 

Subscriptions sell for $4,00 a year ($1 
discount to IDA members if it's specifically 
requested), All six back issues in Volume 
I are available for 75¢ each, with Volume II 
back issues being $1,25 each, A free sample 
will be sent upon request, 


46052, telephone (317) 482-2824, 


‘ 
's an inventor’s guide 


dan article from DICK APPLETON on the trials and tribulations 
Patent a game of his own designe Although too lengthy for 

e interest of TOM HOCKNEY, who had also been through all the 
ary to protecting an invention. The following article, 

£ guide for games inventors considering taking out 

th for their contributions. +45 J++ 


neoieat ge 


tedious 
written |by 
Patents/ on their 


sing ey Ae > 

the Pebyien of prot ings the. inter A of a designer or inventor constantly crops 
up and! l/ was deeply interested in the| experiences of Dick Appleton, who had spent a small 
fortune in obtaining a full Patent-for his game, having attracted the interests of large 
games manufacturers, who eventually dropped it. I have had several equally frustrating 
but not quite so expensive-experiences and would like to offer guidance to anyone else 
who is on the 'thinking-up' side of games. . 

\ Patent is always an expensive process and also time-consuming; quite recently the 
Institute, of Patentees and, Inventors has, because of the apparent inadequacy of our Pat— 
ent system, organized a membership questionairre. Patent Agents' fees are, as Dick Apple— 
ton says, quite exorbitant and going up, whilst Patent Fees have upped from £25 to £40 
here. A firm contemplating one of my games has estimated that it would cost approximately 
£50,000 to cover it by Patent in all countries of the world likely to copy it! This would 
protect it for only five years. Between filing a provisional and a final specification, 
particulars MUST NOT BE PUBLISHED otherwise a Patent can never be obtained. "Publishing" 
includes showing at a toy fair, exhibition, etc. and advertising details in any shape or 
forme 

Registered Design is another, much cheaper method, but would probably cost from 
£7-10,000 world wide and lasts for five yearse 

The Copyright Act, 1956, gives wide cover over the whole world, for the life of the 
designer and any co-designer plus 50 years. It costs about £3 to register at the Station— 
ers Hall, which gives a date of priority and evidence of that date. This MUST be the 
first step before sending out to anyone else. 

If a game can be fully and completely described in words, a Copyright registration 
is the obvious method; it is secure, and any subsequent cover such as Patent or Regist— 
ered Design are - and I quote the Patent Office pamphlet - “additional to that obtainable 
by Copyright". If the same/toy incorporates any mechanical or electrical novelty which 
could be used or applied in other games, it may be necessary later to obtain a Patent or 
Registered Design. The latter would only be necessary if the game/gadget began to sell, 
whence enquiries would be made by manufacturers, most of whom demand at least Reg. Design 
protection by the designer before they would touch it. Any party who does not demand this 
protection, which works for both parties, should be regarded as 'exploiters to their own 
advantage’ and not that of the designer. 

Copyright can be obtained for a game in the Foreward printed on the 
same sheet as the Rules of the Game. It should be comprehensively described WITHOUT GIV- 
ING SIZES OR MEASUREMENTS, and a small but accurately scaled-down picture of the board 
and all novel pieces or accessories should be showne Then follow the Rules of the Game, 
Method of Scoring, Deciding the Winner, etc. 

By the Copyright method, provided you state the year of invention and the names of 
all co-designers (preferably to include a younger member of the family or friend - with 
a longer life-expectancy), extremely good protection can be obtained; but register it 
first. Quite recently, an inventor in a half-million damages case successfully quoted the 
date of registration of his Copyright. 

I have found the Patent Office most helpful, but it must be remembered that they 
must comply with the appropriate Act; everything submitted must be devoid of any ambig- 
uity, which they insist on to the letter. Any supposed delay or procrastination is greatly 
in the interests of the applicant, whether for Patent or Regd. Design. That is why I 
again stress the complete accuracy and completeness of anything registered at Stationers 
Hall under the Copyright Act. It must be, to quote the football pools, capable of only 
one clear interpretation. 

To conflict with Dick Appleton again, my Patents Agent advised me not to use them 
(Patents) if the matter could be dealt with by Copyright, as the expense involved could 
not always be recovered in sales and, I quote: "It is a good mental exercise to concoct 
your own application for a Regd. Design or Copyright registration." I have now succes~ 
sfully completed two applications for Regd. Design and one Copyright registration, 


/Contd. ped 
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Patents/Contd. 


without one back-reference in the three app~ 
lications. Thanks to "ifessrs. Patent Agents." 


This is not by any means a completely 
comprehensive treatise on the subject, sim- 
ply because each case has to be judged in its 
particular context. 

Any reader of the Owl & Weasel who has al 
problem regarding protection of an idea, is 
invited to send his problem to me with 50p 
to cover telephone and incidental expenses, 
and I will give him the benefit of my exper— 
ience and that of the expert advice to which 


I have easy access. 
eH 


Lom Hockney** 
Verwood Copse 


Baughurst 
Nr. Basingstoke 
Hants. RG26 5LT 


Dungeons & Dragons 


threc contributions this month; one from 
Graham Buckell and a couple that we use. 
Wetre hoping to make this Dungeons column a 
regular feature and all contributions are 
welcome, whether they be amendments or addit— 
ional rules - but please make sure your ex- 
planations are clear; it's difficult enough 
as it is to unravel the intricacies of the 
basic rules! 

We'll start with Graham's: 


Glerical Spells 

"Basically (in our system) each Cleric 
has & number of wishes related to his level 
and he may use them to pray for any clerical 
spell of any level (with the exception of the 
good/bad spells, of course). Then percentage 
dice are rolled to see if the cleric gets his 
wish. 

"Not all the spells are on the list, but 
if you want to use it you can work them out 
yourselves (the levels are different). There 
are a few extra spells as well; two that may 
confuse you are Stop Bleeding and Self-Raise. 
These come into our system of deatheses. 
(Sorry, Graham, I couldn't follow the section 
on death, so it's been left out) 


Wishes Level All characters may, once 
1 1 a year, have wish(es) - see 
3 2 table at left - if they 
6 3 have a wisdom score of 9 or 
10 4 more. Extra wishes should 
n(ntl)/2 on be given for above-average 


wisdom. 1 for every 2ptse 
above 13 is reasonable, assuming that wisdoms 
above 18 are allowed. 


Probability = 
of wish 
come true 


Wishes Used_ x Char. Level x60% 
Wishes Needed Spell Level 
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The first term cannot be greater than 1, 
but you must use the wishes to make it 1 
if available. The maximum probability for 
any spell is 95%. 

Wishes are used up even if the prayer is 
not answered. 


Spells 

Level 1 - Quick Healing (x2),*Dispell Undead 

Le 2 — Stop Bleeding,"Detect Good, *Detect 
Evil, Detect Magic, *Protection/ivil, "Pro— 
tection/Good. 

L. 3 - *Cure Light Wounds, *Light, "Dark. 

Le 4 - *Bless 

Le 5 — Find Traps, "Curse, Speak With Ani- 
mals, Hold Person. 

Le 6 ~ Remove Curse, *Continual Light, "Con- 
tinual Dark, Locate Object, *Cure Disease. 

Le 7 — *Cure Serious Wounds, *Protection/ 
hvil 10'r, "Protection/Good 10'r, Neut- 
ralise Poison. 

L. 8 ~ "Cause Wounds, Create Water, Speak/ 

Plants, Stick/Snake. 

- 9- "Finger of Death, "Curse (-2), Quest, 

Insect Plague, *Dispell Evil, "Dispell 

Good. 

L. 10 - *Raise Dead, *Bless (+3). 

Le 11 - "Undead Creation. 

Le 12 - Commune (once/week) 

Lse 13&14 - Blank (to be allocated?) 

Le 15 = Direct Intervention, Commune (twice/ 
week), Self-raise. 

(*=Lawful; "=Chaos) 


tc 


Qpening Doors 
Back to basics! One problem that often 


arises is when consistent high throwing by 
the GM gives rise to the situation in which 
a party simply keep trying a door until it 
finally opens - thus to all intents and pur— 
poses, there is no difference between a 
normal door and one which is difficult to 
opene 

We allow two attempts by each party 
member (door barging usually being tried by 
lwo members together) without damage ie. as 
normale Any additional attempts make the 
member liable to 1 Hit damage/attempt if 
the GM rolls 15 or more on one 20-sided 
dice (the GM rolls one 20-sider per member 
over his 2-attempt limit). 


Hits 


How often have you started off with a 
notentially brilliant first level Fighting 
Nan only to be dismayed to find that an un~ 
lucky roll has given you a hit score of 2 
or 3} - and some puny Magic-—User starting at 
the same time find himself able to take 6 
hits? 

The system we use gives all characters 
a basic start of 3 hits. A six-sider is 
then rolled. A roll of 1 or 2 adds one to 
the basic; 3 or 4 adds two; and 5 or 6 adds 
three. Thus the range of basic hits has been 


reduced from 1-6 to 3-6. mo 
+45 S++ 


( probably considered to be the most exciting (1) 
(since Decline & Fall. However, anyone picking up 
will have either thrown the game straight in the 
med it; most of the KM players I know have devised their own 
In viewof this, a new (and much lengthier) rulebook, which is a 
been included with recent sets. 
ANDREW McNEIL describes the development of the game and also com— 
sticky points in the rulese +45 J++ 


“new development 
a copy with the 
bin or completely 
"hougesriles', for it. 
vast improvement, has 

In this article, 
ments on a few of the 


Most, Owl & Weasel readers will know about 'KINGMAKER', Philmar's "brutal and blo— 
ody" game recreating the Wars of the Roses. Those who have overcome their surprise at 
the many unconventional features of the game — no dice, no hexes, reasonable price and 
full-colour pieces and mapboard among them — and have come to grips with the equally 
unconventional rulebook, will no doubt be playing the game with a fair measure of en- 
joyment. But how many players have taken the final plunge into the 15th century, King- 
maker-style, and are really happy, splashed with blood and gore, finishing their games 
between 7 and 10 so as to leave an hour before closing time? How many are calling Par— 
liament without embarrassment, killing off Yorkist and Lancastrian princes without 
qualms, taking plague and piracy in their stride; in short, playing the game without 
hang-ups? 

I'm writing this article at the invitation of Steve Jackson of O&W to clear up a 
fey of the hang-ups. I invented the game. Steve helped me with rulebook II (now avail-— 
able with copies of the game, or from the manufacturers). And anyone who wants to get 
at me for rulebook I should know that dealing with manufacturers has been punishment 
enough. And they don't read Owl & easel (which is a pity) so I can be honest. 

Let's get over the hexes hang-up first. No hexes because I think they look ghastly 
on 2 mapboard — which should be pretty. No hexes because players waste time working out 
MFs on high ground, crossing rivers and so forth. So turn it inside out. Give the pie- 
ces a standard move —- five — which never varies, and make the squares vary. Take Eng- 
land's chief rivers as a matrix and put smaller scuares where the country is difficult, 
as in Wales. It works; with the added spice that players make mistakes and can get cut 
+o pieces by forces they carelessly thought couldn't reach them. It looks nicer than a 
hex grid, too. What about roads? Roads enable swift movement from one end of the coun- 
try to the other, as long as there are no castles or towns held by opponents blocking 
the route. Castles and towns held by dead or uncommitted nobles do not block road 
movement. So - real control of the country for the man with the right castles, and a 
few battles and sieges for places like Conisborough and Shrewsbury which block long 
stretches of expressways 

If that's the ‘expressway’ hang-up, there's also the 'helicopter' hang-up sur— 
rounding movement made directly to deal with a raid or revolt, or to Parliament. Yes, 
the pieces are picked up and placed on the towns or castles named. Play then resumes. 
You'll get over that hang-up quicker if you think of a movie. Time is flexible in KM. 
there are no set time periods for each move. A move could be the equivalent of a day, 

a month or a year. Direct movement is the equivalent of the slow dissolve in a movie; 
it's "One month later" in the game. 

Now for the combat hang-up. If you haven't already guessed, 
to be played at speed. Combat is simple. Ihe superior force will never actually lose a 
battle in open country, and sieges are a pushover. Consider this - in the broad view 
the important thing about battles is who wins and who gets killed. i'he average KM game 
will have about the same number of major battles as the Wars of the Roses — about 10 - 
and there should be a Wakefield and a Barnet among them. The skill lies in amassing 
enough troops to be fairly sure of victory (I'm a cautious 3-1 man myself - which is 
why I always lose). Sieges? Castles in the 15th century couldn't stand up to siege. The 
garrisons represent any strength the castle has. Anyone who gets trapped in a castle or 
tom with his whole force deserves to lose - like getting plague. Movement is the key 
to winning — not sitting around in castles. Was it Neville or Percy who said "Blitz 
krieg not Sitzkrieg."? 


the game is suprosed 
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What about the small number of pieces? 23 nobles, 8 ships and 7 royals may seem 
an awfully small number to play out 40 years of bloody history. 8 ships and 7 royals 
may be enough - but only 23 nobles? It means, of course, that even though Percy (100 
troops) is ilarshal of England (100) and has acouired 2 companies of Scots archers (40) 
and a company of Burgundian Crossbowmen (30) and thus has a total strength of 270 — he 
can't detatch 100 of them to harry the Midlands while he menaces London with the other 
170. Now this is rotten for tabletoppers who pride themselves on their ability to emu- 
late Stonewall Jackson (Hmmm. —-Ed.) — but it's great relief for those who know that 
military brilliance divorced from political objectives means nothing (read Fuller!). 
And it's nearer to the reality of the 15th century — again, pleading the broad view. 

I mentioned the help I had from Steve Jackson in preparing rulebook II. Steve gave 
me a few suggestions about the board, too, which couldn't be put into effect just yete 
It may be that there are other players who find some of the squares too small, and 
would also like to see towns in separate squares, with Open Towns clearly marked. I'm 
not a designer, and I had none of the expected design help from the manufacturers, 80 


any helpful suggestions for a future redesign are welcome. 
In fact, all feedback is welcome. I'll answer every letter that reaches me. I'll 
try and get along to Games Workshop's Gamesday, too. But I won't put in hexes, and I 


won't resurrect the Earl of Rutland.....ooe- 
Thanks for the space, Ian and Steve. 


Andrew McNeil 


THE VASEY AMENDMENTS 


Although I've seen a few sets of King- 
maker amendments produced by players them- 
selves, only one (to my knowledge) is any- 
thing like "generally available'. This has 
been published by Charles Vasey and contains 
a lot of work on making Parliament more int- 
eresting, as well as tidying up the boundary 
ambiguities. Although Andrew McNeil intended 
the boundaries to be indefinite (as they 
were not firmly fixed in the 15th century), 
squabbles inevitably arise with troops on 
the march. The amendments have cleared this 
up. But better let Charles himself describe 
the rest, as we haven't had a chance to try 
them out yet: 

"The Kingmaker amendments.....attempt 
to add proper Parliamentary rules, rather 
than alter the game extensively. I agree te 
game needs more work on it but I have really 
not studied it for some time as my time was 
taken up with designing a new game based on 
the Fall of Rome. The Parliamentary rules, 
as the notes say, reflect the political and 
economic power of the lords. Though I used 
a map of Boroughs as one basis, the rules in 
no way are an accurate representation of any 
one Parliament. If you want to print the am- 
endments please feel free, but eeel sus— 
pect this would fill up too much space (un- 
fortunately it would have done — SJ), so if 
you cannot do this just tell your readers to 
send up a SAE and a free copy will be prov— 
ided by S&L: 


Sword & Lance, Kingmaker Amendment Offer, 
38 Hummersknott Avenue, Darlington, 
Co. Durham. 


As the designer of the amendments I 
must admit they take about ten minutes to 


work out. So I do not recommend them to 
folks who like speedy play. They do prod— 
uce a lot of fun with a lot of playerse 
The King usually has the whip hand in the 
Commons, but the Lords is chaos. I feel 
that these rules would be much better used 
in a more complicated variant of KM, so I 
fixed them to allow folks to vote on what— 
ever they like (estates, offices, hanging) 
without altering my basic system. If folks 
like the amendments we may do some more 
stuffecscccee™ 

There you go, Kingmaker freaks ~ you 
can't grumble at that, can you? The Vasey 
Amendments for 54pl Incidentally, if any~ 
one else out there has their own KM amend— 
ments, we'd certainly like to hear from yous 
Kingmaker is one of those games which could 
do with some sort of co-ordinator to deal 
with the various revisions/new rules/var— 
iants that are bound to arise from it. We'd 
be happy to take the job onescecee 


Litter to the editor 


“Perhaps it is not really appropriate 
for a near non-contributor (John Poole wrote 
the Kingmaker review which appeared in O&W 
Noe3) to comment, but I feel that the mag- 
azine has not yet stabilized. Thus there is 
a strong sense of ad-hocery ahout it yet. 

But I imagine that this is probably umav- 

oidable. Anyway I, and I'm sure many others 

too, continue to look forward to its arrival." 
John Poole 


++Okay boys, here's his address; you know 
what to does. 
No, we don't mind criticisms as long as 
there aren't too many of them! Anyway, the 
apparent ad-hocery is only due to the fact 
that O&W is thrown together ad hoc. SJ++ 


Fi Soe grins in pop= 
ulsritys Phe bestyknoyn 4000AD, »already has 
cute following nd all st two postal 
ames (have been pl dR Ly: though, a 

number of (sma — less e cpensive gemes 

h=way come out. 7 ‘Derek Slow, 
inventor fof Galac ar, deschibes ft eodev— 
elo of, his game. Bat first, /the| getting: 


75, 


"It is now the year 
wer threatens mankind. 


“@nd once again 


"The Galactic Federation is split and 
the Solar Federation finds itself fighting 
am inst the Proxima Centauri-Alliance,. Both 
sides h*ve agreed not to/violate the planets 
but to ttle the conflict on a much larser 
ba ttl ld - deep space. 

"Both side hove similar space navies 


the 


and also, e both developed from 
same culture, similar weapons and 
systems. the only difference lies in the tac-| 
tical capabilities of the spaceship comman— 
derse 

"You now have 
fleet of sp2ceships 
star svstems. 

"This is your chance to 
Ware" 
(ken from the "Game 
the rulebook) 


the chance to command a 
to see who rules the two 


Be 


Gilactic 


Situation" section of 


“he designing of Galactic ar proved far| 
simpler then I first envisaped. The vastness 
of so-ce, the fantastic speeds of the space— 
ernft, the dimensional problems, etc. - all 
resolved very neatly once I had decided sim- 
vlicity to be the key word. 

che vastness of space was reduced to 
mere table top dimensions; the fantastic 
speeds were simply reduced to Warp Factors. 
une Warp factor equals one inch movement and 
spaceships are confined to a maximum warp 
capability. ‘he turning capabilities of each 
craft are again simply worked out by using an| 
Octagon Turning Disc common to all types. 

The defence and attacking capabilities 
caused the most difficulty but I again chose 
simplicity 2s opposed to more obvious but 
much more complex systems. With regard to de-— 
fence, a simple force field of nerative elec-— 
tron charges reduced systematically by bomb— 
arement of positive electron charges via 
laser beams and neuron torpedoes. 

A simple weapon factor table alipming 
the different types of spacecraft, plus a 
series of tactic2l factors, plus a random 
factor gives the hitting power of eacn weapon| 
Range is elso taken into effect to allow for 
dissipation of energy etc. 

Phe "fun factor, in my opinion, is in 
trying to out-suess your opponent in the fir-| 
ing/defence section, where firing and defenc 


is done in four separate phase movements. 
The defence screen is considered down when 
a spaceship is firing and this can be dur 
ing one or more of four phases, eg: 

Phase 1 — Defence Phase 2 - Fire torpedo 
Phase 3 —- Defence Phase 4 - Fire laser 
If your opponent fires during phases 1&3, 
your screen absorbs fire. If he fires dur- 
ing phases 2&4 he has automatic hits. 

A simple Combat Control Chart is used for 
each spaceship which shows the capability 
of each ship at any given time. 

The game has been designed to give a 
certain amount of flexibility and certain 
sections have been left open so that the 
player may experiment for himself. 

I do sugrest, however, that in init- 
ial games only two or three spaceships per 
side are used until you become familiar 
with the rules. 


Derek Blow 


Reviewettes 
3rd Millenia Wargames 


"hese games (except Alien “pace) come in 
envelopes and comprise cardboard counters 
(a la SPT), a 22x28" map and rules. 


Poor Bloody Infantry (PBI) 


An individual-level game of infantry 
combat in trench, field and jungle - WWs 
1&2. Counters are provided for riflemen, 
SMGs and larrer automatic weapons. 


Shiloh 

fennessee 1862. A Confederate army 
attempts to surprise a Union army in biv— 
ouac and destroy it on the first day before 
a second Union army can arrive the next 
day. The scale is 5 hexes per mile and 1 
hour per turn. Counters represent regiments 
and batteries. Rules include: Union sur- 
prise, Confederate fatigue, reformation of 
stragelers st night, and Division integrity 
rule (units attacking the same hex from 
different divisions are penalised). 


Operation Market Garden (ONG) 

Arnhem — Sept. 1944. The scale is 2% 
miles per hex and 1 day per turn; the game 
lasts 10 turns. Rules include: limitation 
of Allied air drop, Allied air support and 
supply, German anti-aircraft units, weather 
and its effects on air operations, supply 
and effects of non-supply. 


Em eT 

-2 players set out to explore and 
concuer the salaxy. ‘The map depicts the gal- 
axy and its star systems, with novae and 
nebular dust. Rules include: Home Base with 
fixed Tech level and Economic ability; 2 
Tech levels and 3 Hconomic abilities per 
level for other systems as decided by dice 
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throw on exploration by colonising mission; 
Self-design of spaceships to simple rules 
covering transport, offence, defence and 
speed according to mass; combat between 
spaceships vse spaceships and spaceships vs. 
system fortifications and between ground ar- 
mies and colonizing missions. 


Alien Space 


This is a miniatures game designed for 
an area 8 square. Eight spaceships printed 
on card are provided, each with a hit sheet 
giving details of engines, blazers etc. Each 
ship also has a weapon peculiar to itself. 


Gordon Troughton 


Games Centre 


Isn't it encouraging to see games shops 
springing up all over the country. There's 
one in Edinborough, one in Huddersfield and 
one in Wilmslow, not forgetting Britain's 
first, Just Games here in London. And now 
there's anothers 


Readers of Games & Puzzles will probably 


have noticed ads for mail order games from 


the Games Centre. Well, now Games Centre have 
their own retail premises at 16 Hanway Street 


- just round the corner from Tottenham Court 
Rd. tube statione Due to open shortly, they 
intend to stock a large selection of boxed 
(and other) games. Looking at their list in- 
side the new G&P, they seem to have quite a 
ranges 

Yes, the Centre is a must for visiting 
games freaks, and if you're not a games 
freakecesceccccoee well, it's worth a trip 


just to meet Julies Pov s ree 


Diplomacy Variants 


The latest ish of Diplomacy World ex- 


pressed a certain amount of concern about the 


apparently chaotic state of the UK variant 
branch. It was suggested that someone selec— 
ted the worthwhile variants and published 
them in a book of some sorte 

Hmmmmmm,. Now this is one of the things 
that the Workshop was set up to help with. 
We are by no means variant experts, but we 
do know quite a bit about printinge If any- 
one with the necessary selective expertise 
also likes the sound of the idea, we'd be 
glad to offer/take advice or consider some 
sort of inter-organisational venture. 

Hartley/Steve/NGC - Interested? 
445 J++ 


Used Games 


S. Mourton (49 Long Row, Horsforth, Leeds, 
L18 5AP Yorks.) has the following games for 
sale at £1.50 each: 

Waddingtons "GO" (International Travel) 
Subbuteo Angling 


Back Issues 


Back issues of all the old Weasels are 
still available (although we're running 
short of nos. 2-6), if your set is incompl- 
ete: 


Noel — No one seriously wants this, do they? 

Noe2 - Alexander the Great, Brighton Toyfair 

No.3 — Chariot Race, KM, Chess, Baseball 
Strategy 

No.4 - Table Topping, Urban Systems Games 

Noe5 — Witchcraft, Epaminondas, Pennine War, 
Citicon 

No.6 — Dungeons & Dragons special 

No.7 — Summer Issue - Frisbee, Travel Games, 
Stalingrad 

Prices: 1 - Pp 
2-5 - 10p + postage per 
6-8 - 15p orders 


Line Reviws 


Chimaera — (3p per sheet + lp + postage per 
issue from Clive Booth, 71 Clara Mount Rd, 
Langley, Heanor, Derbyshire, DE7 7HS — Mimeo) 
Chim is a zine which I'm quite enthusiastic 
about, mainly because it's a general games 
zine as opposed a one~gamer. It is rapidly 
improving, and no.5, which we've just re— 
ceived, contains letters, zine reviews, 
humour (of sorts!), cartoons (don't line 
drawings really liven a mag up?) and games. 
Chimaera is running several Dipgames and also 
things like Mastermind, Backgammon, Formula 
One etc. Game fees are reasonable—to-cheap 
and the waiting list is quite temptinge 
Maybe if I get the timecsccee 


War Bulletin - (5 for 50p inland from Hartley 
Patterson, 'Finches', 7 Cambridge Rd, 
Beaconsfield, Bucks, HP9 1HW — Mimeo) 

WB is mainly concerned with Diplomacy var— 
iants. Hartley has a long-standing reputa— 
tion and respect with postal gamers and 
Sci-Fi freaks and the quality of his editor— 
ials usually bears this out. Usually con- 
tains 85% games, with a few articles etc. 
Hartley intends to devote WB to 'Carthage’ 
(a Dippy variant). 


5.U.G.S. 


A games society has been started at 
the University of Sussex, organised by none 
other than yours truly (with much-apprec- 
iated help from Sis). Membership will be 
open to all (not just students), so if you're 
in the area, drop in. Not sure at the mement 
exactly when and where meetings will be held, 
but we're going to try for Sunday afternoons 
and evenings. Nore details later. 

++Bo Bo Bradaganski++- 


mil oe 
t break due\ to} ‘Taek of space in last month's Weasel) Percy Kenyon 
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The Game Pe ' 

The object of the game 
done ‘either by 


is‘ to collect a complete hand, comprising 14 tiles. This is 
ing ; files from the wabl in one's turn or by emnening a discard from 
any ‘of the other pla ‘The complete| hand must contain: one (and only one) pair; and 
four runs, made up o Sets and/or Sequences. 

complete hand canbe built-up ‘by the following means only: 


a) To PUNG, which is to annex a discard from any of the other players when you have two 
other identical tiles in your hand, and which forms a Pung (or Set). You then lay the 
three tiles face upwards in front of you on the table. 

b) To CHEE, which is to annex a discard from the player on your left when two tiles in 
your hand will form a Sequence, or) Run, with this discard. The three tiles you then 
expose before you. Remember that: you can take such a tile only from the player on 
your left; it must make a Sequence with two tiles of the same suit; you may only take 
such a tile when it is not required for a Pung or Kong by another player. 

c) To KONG, which is to annex a discard from any of the other players when you have the 
other three identical tiles to this discard in your hand. This is called a 'Great' or 
‘Exposed! Kong. All four tiles you then lay face upwards before you, with one of them 
on its side to show the nature of the Kong. The Kong may also be claimed if: 

1. A four tile is drawn from the wall which will turn one's own exposed Pung into a 
Kong. This is also called a Great or Exposed Kong, and the drawn piece is immediately 
added to the Pung. 

2. All four identical tiles are drawn from the wall. This is called a "Concealed' 
Kong and must be exposed immediately. The two end tiles are turned face downwards to 
show the nature of the Kong. 

ad) The fourth means'of building up a complete hand is by drawing from the wall. 

1. If three tiles of a kind (a Small Kong) are drawn from the wall, these are held in 

the hand until the end of the game (unless a fourth is drawn to make a Concealed Kong). 

2- Similarly, if a Sequence is drawn from the wall, this is also held in the hand until 

the end. 

fhe Final Pair can either be drawn before the four Pungs, Chees and/or Kongs are com— 

pleted (when it is held in the hand), or can be made up after the rest of the hand 

has been completed. 


Actual Play 
Jong has taken fourteen tiles at the breaking of the wall because he must discard 


one without further drawing from the wall. He lays his discard face upwards and names 

the tile. It is South Wind's turn to play. Should he or either of the two other players 

not require this discard for a Pung or Kong, and should he also not require it for a 

Chee, he draws a tile from the Live Wall. Having 14 tiles now in his hand, he must then 

discard the most useless. It now becomes West Wind's turn to play and he broceeds as 

South Wind. North Wind proceeds likewise, and so on. 

Play proceeds in this manner until one of the players completes his hand with his 
14th tile (ie. a player cannot complete his hand with less than 14 tiles). Hence the last 
tile picked up is used to complete the hand (no discard). In practice, the hand does not 

“yun in such a regular pattern because: 

1/ After a Pung, play proceeds from the player who has punged (he does not draw from the 
wall, merely discards a useless tile for the one he has just picked up). 

2/ After a Chee, play proceeds from the player who has just Chee'd. 

3/ After a Kong, Concealed or Exposed, the player who Kongs takes a Loose Tile before 
discarding. This is merely in compensation for for the fourth tile he has taken out 
of his hand. As this is a game of threes, a player who has konged would be short of a 
tile without such compensation. Of the two tiles on the Roof, the farther from the gap 
tile is the first taken. When both tiles have been used, the two tiles from the end 
of the Live Wall are moved to the Dead Wall and the furthest two tiles from the Dead 
Wall in relation to the Live Wall now go on top of the Dead Wall to form the Loose 
Tiles. = 

The Kong, or Pung have precedence over the Chee; Mah Jong has precedence over all 
three. Therefore even if Mah Jong only requires a Chee it has precedence. Should two 
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room is hung with liberated pieces of can— 
vas; the bottlebrush is now free to exist 
in its own right and so are the safety—pins. 
The paint itself is free and has dripped to 
the floor in "anticipation" of Jackson 
Pollock. The visitor, now an initiate, may 
enter Tate Games, a world of art where the 
tobject' is free to coexist equally with 
ritual and movement, both of which, much 
more than the plastic arts, have been rec— 
ognised as forms of play ever since the 
Greeks." (Wows - SJ) 


Mah Jong /contd. 


should two players recuire the same tile for 
Mah Jong, the player nearest the thrower of 
that discard (in sequence) takes precedence. 
A few points should be noted: 
To "Make Mah Jong" is a departure from the 
Chinese; the correct term is "Hwo" in Manda: 
in, meaning to complete. In Cantonese it is 
"Sik", to eat. 
Discarded tiles are always played face up, 
not down, as some people maintain. 
Jong always goes to each player in successio: 
not to the player who makes Mah Jong. The 
only break in the sequence is when Jong also 
makes Mah Jong, when he retains it until he 
fails to do so. 


Next month: SCORING 


Fact: Tate Games was open Tuesday to Satur— 
day until Sept. 6. Admission was free. 


Veni, vidi, vomit. 


Learn to GO 


The London Go Centre is offering beg— 
inner's classes in Go tutored by Stuart 
Dowsey and John Mitchell. £4 to "Learn go 
in eight easy lessons". 

Sounds like a good opportunity for 
anyone considering taking up the game. If 
you're quick, you'll just catch the last 
course, which begins on Thursday, Oct. 2 at 
7-30 pom. 

Further details from the LGC on: 

01-586-1830 
John'll be there. 


Tékumel 


Empire of the Petal throne has just 
this minute arrived! 

The box (28x23 cms.) is beautiful; a 
colour drawing of Tékumel on the box lid and 
a brief description of the game on the un- 
derside. Right, let's open it up. Ach,@*x/" 
how do you get this cellophane off the damn 
thing?! Ahat 

Inside is: a rulebook (114 pages, sli- 
ghtly over A4 size), three colourful folded 
maps (with hex grids superimposed) and a 
sheet of reference tables. No pieces or dice. 

My first impression? Pretty expensive 
for what it is, but it certainly looks in- 
‘teresting. I haven't really got time to 
study the rulebook, but I'll just have a 
quick flick throughe..ee. 

Okay, I've just spent five minutes giv- 
ing it the once-over. Tékumel (EotP!) is a 
fantastic planet and Prof. Barker has gone 
into great detail about the world's geogra: 
phy and sociology to give the game epi 
there's even an appendix on Tsolyani Scr‘ 
iThe game itself seems to be a developmen 
tthe D&D theme (GM, players take characts. etc) 
there's an awful lot of work gone into it. 

More news when we've played it. 


+4+5P++ 


Liberate YOUR Bottlebrush! 


fhe Tate Gallery recently held an exhib- 
ition of miscellany entitled "Tate Games". 
John went along and wasn't impressed: 


To those of you who visited Tate Games, 
I have nothing to say. To tnose of you who 
haven't heard about it until now, my lips are 
sealed. I speak only to those who knew but 
did not g0.ee. 

Did you wonder what Games the Tate were 
getting up to? 

"All the games and participatory events 
have been designed to provide a festival at— 
mosphere and an introduction for children and 
adults into art and the gallery going habit." 


and 


"Although Tate Games can be discussed in 
sophisticated terms, all experiences availa— 
ble are direct, colourful and should be ap— 
proached with spontaneity and a sense of 
play." 

(Both from the Press Notice) 


Don't worry, I saw no dice and not a 
single hexagon. I did see a marquee, which 
contained several objets de play. I remained 
unimpressed as I tried the one~armed bandit 
with works of art instead of fruit, and felt 
queasy on scanning some of the quotations 
included on the Press Notice: 

"Once through the portico, the entrant 
to Tate Games is led by a version of Duchamp's 
last painting, "Tu _m'....through a sequence 
of geometrically pure shapes. (The sequence 
recalls Malevitch and the move towards the 
supremacy of feeling). With Duchamp, the en- 
trant moves away from colour into darlkmess 
and finally towards the dematerialisation and 
the liberation of the object. In the last 
square chamber of this symmetrical sequence 
the visitor finds that the illusionistic rip 
in 'Tu_mt has become real and extensive: the 
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